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E

A v_view_interact
gs Ereelook (Hold]
A Dynamic zoom in and out

Look behind - js3 button23
Flight - Movement

A Pitch up - js2_~

&, Pitch down - js2_~
&, Pitch-js2.y

& vaw left - js2_~

& vaw right - js2_~

= gs Yaw - js2_x

- Roll left - js2_~
-3, Roll right - js2_~
& Roll - js2_rotz
- Swap Yaw / Roll
A Match target velocity - js1 ~
& Spacebrake - js3 button40
= & Speed Limiter Increase

A Speed Limiter Decrease

A Speed Limiter (Rel.)

A Speed Limiter (Abs)) - js3_z

- gs Acceleration Limiter Increase

&
%

‘s Decoupled mode [To
A Strafe up - js3_button25
&, strafe down - js3_button27

& Strafe up / down - js2_~
&, Strafe left - s3_button23
&, Strafe right - js3_button26
&, Strafe left / right - js2_~

- Thrattle forward - js2_~

b strafe forward / hark Invert

- & Zoom out (3rd person view] - js3_button3g ~

& Dynamic zoom in - 53 button38
& Dynamic zoom out - js3 button3d

le] - js2 ~

A Acceleration Limiter Decrease

Acceleration Limiter Up / Down [rel.]
Acceleration Limiter Up / Down (abs.) - js3_rotx
lg] - js2 button3

&, Throttle back - js3_buttondd &
& Thrattle forward / back - js3_roty

# Auis:

# Buttons:
Joystick State
X-Achse:
Y-Achse:

Z Axis:

X Rotation:
Y Rotation:
Z-Rotation:
Buttons:

Joystick 1 ?stﬁd24ljoysﬁd;|
Saitek Pro Flight X-55 Rhino Stick

3 #POV:
17
-29 Slider 1z
-13 Slider 2:
o
Mehrwegescha
o POV 2:
o POV 3:
o POV 4:

JjsN - Assignment
This device is listed as:

For information and updates visit us @ Github ...

|pp7rebmdke'ys layout_my_x55_65u |

Dumps (XML, Logs etc) Al Mappings

Selected

Mapping

Dev Ctrl

Assign

Disable

‘JsZﬁIaIt+

Throttle

Find 1st.

Clear

Joystick D Gamep D Keyb.

Action Filter:

Profile: GamePack defaultProfile

D Mouse D Mapped

Dump XML 6
v

6 Grab XML

Exit

<!-- 11/4/2019 9:20:20 PM - SC Joystick Mappi .

<ActionMaps version="1" optionsversion="2" re
Saitek Pro Flight X-55 Rhino stick" jsz
'X65F Flight controller” js3G="are663300-

>
<CustomisationUIHeader label="my_x55_65u" de¢
«<devices»
<keyboard instance="1"/>
<mouse instance="1"/>
<joystick 1 nstance:"z"/:-
<joystick instance="3"/>
</devices>
<categoriess
<category label="@ui_CCSpaceFlight™/>
«</categories>
</CustomisationuIHeader>

<options type="joystick” instance="2" Produc
«<f1ight_move_pitch exponent="1.00" >
<nonlinearity_curves
<point in="0.121" out:
<point in="0.378" ou
<point in="0.680" out:
</nonlinearity_curve>
</F1ight_move_pitch=
</options>

'0.037" />
"0.233"/>
"0. 600" />

<options type="joystick™ i nstancez"z" Produc
<Flight_move_yaw exponent="1.00"
<nonlinearity_curves
<point in="0.121"
<point in="0.378"
<point in="0.680"
</nonlinearity_curves
</flight_move_yaw>
</options>

"0.037"/>
'0.233"/>
"0. 600" />

<options type="joystick” instance=
<flight_move_roTl exponent="1.00" >
<nonlinearity_curves

Produc

.037" />
'0.233"/>
"0, 600" />

<point in="0.378" ou
<point in="0.680" out:
</nonlinearity_curve>
</f1ight_move_roll>
«</options>

<options type="joystick” instance="3" Produc

<Flight_move_speed_range invert="1" expone
<nonlineari ty curves
<point in="
<point in=
<pm nt i n="D 625"
€ >

Mapping name: ‘ layout_my_x55_65u

L,:J Dump and Save my Mapping

Support:  profile version = 1" optionsVersion = "2" rebindVersion = "2" .:

Disclaimer: Usual stuff — no warranty whatsoever..

Freeware — made for the SC community

Hope it helps and does not suck.
Have fun in the verse ...




General Information

o Connect the game control devices to the PC

o Start from scratch (see Hints section) or load an existing map from a file
. Make or refine mappings

o Save the new map as an XML file

. Use it in the game: e.g. pp_rebindkeys layout_my_joystick

o You may load and save the map directly from your game folders
so next time you just use pp_rebindkeys Tayout_my_joystick

o pp_rebindkeys without a name will reset the maps but only after you close he console win-
dow

° It is a good idea to always first pp_rebindkeys and then close the console to reset what
the game holds from your previous attempt and then only open the console again and load
the new or changed map

Note: the predefined actions are the ones found in the SC game default profile
— itis likely that some of them will not work at all as the game is not finished.
There is no proper description for which one does what — you may get help in SC Forums.

Console .. Opens with the top left key usually right below the “Esc” key - depends on your kbd

With every “Dump and Save”- the program creates a backup copy in the
My Documents\SCJIMapper folder, in addition the last one is moved to filename.backup
so you have the last two saved versions if the USER folder of the game gets unavailable.

If you encounter an error or crash then read on...

You will find ‘log4net.config.OFF’ in the distribution zip.

Rename it to ‘log4net.config’ and run the program.

Then look for a file named ‘trace.log’ in the program folder and

send this via Git or to cassini@burri-web.org along with a description of
the problem and your system i.e. 0S, CPU, Graphics card, Joystick(s)

we may then finally solve the issue ...

* & oo o




uoisiah mal e aleal)

anes pue dwng

dew —Aw swen dewJayio- dunshq

L] wounaTTsl g
PalA puny UDISIZA MBU E 31E31D
L

anes pue dwng i qe1o pue peo] 1858y
dew Aw aweN dew —Aw asoyd

dew “Aw Sunsix3

anes pue dwing qelo pue peot ‘synejaq
dew Aw™ awep dew g|J asoyD

anes pue dwng ﬁ synesaon
dew Aw™ awep
(oo v poe g 11 o a
n

(e 2eday) aisey
sey
anes pue dwna
o ‘ o
4 dew ~Aw 1 sye 7 peo7 4o 185s8y oQg 7 4 T wiolj uels 7

anes pue dwng S|41D udissy

dew 9|) Sunsixj

fday

=
O
—
<
O
=
D
L
_I

AT %
Ui wooz man A el
Ui wooz" manTA T
dni”1 1ew”l ol - uTwooz " Me A F

SMO[JJOA\ Uowwo) — ¢ A Jadde|n s




The GUI

Update for V 2.35

The user interface is all laid out for direct access — there are no menus

Settings Load maps

= 5C Joystick Mapper

v~ | @) oo - | Mo -] 7 corts s e s
1 — \ \ Sc JOyStICk Mapper = V 2'46'0'81 bEta For information and updates visit us @ Github ...
\ by Cassini |pp_rebindke'ys layout_my_x55_65u |
----- ‘& Zoom out (3rd person view) - js3_button3d ~ ; | Dumps (XML, L etc.) il
- oystick 1 Joystick 2 | Joystick ps ogs etc) Al Mappings
----- ‘& v_wiew_interact ! ! du Sl
P - - _ _ " <categories> ~
""" & Freelook (Hold Saitek Pro Flight X-55 Rhino Stick <category label="@ui_cCspaceFTight"/>
----- ‘& Dynamic zoom in and out # Axti 3 # POV: 1 </categories>

L . S </CustomisationUIHeader:>
..... _
‘& Dynamiczoom in - 53 button33 # Butt 17

Dynamic zoom out - js3 button3g <options type="joystick" instance="2" Produc
‘& o T (R Lo, [ e ~ <flight_move_pitch exponent="1.00" >
Look behind - J55 DUTION-S Joystick State
. ‘&r '9:;;:‘;“;:;“‘ X-Achse: -4 Slider 1: 0
_____ 2 Pitch down -js2.~ YAcse: 43 Sider: . XML dump of the
..... ‘& Pitch - js2_y Mehrwegescha -1 .
..... % Yaw left-js2_~ X Rotation: 0 POV 2: o mappings used
= ug
] ) Detected G o Also all other text dumps
Action tree and mappings etected bLame devices -
(up to 12 are shown) . .
_____ % ‘Swan faw Roll Togalel -is? ~ A List of all mappings
P o
----- & Match target velocity - js1 ~ .
----- ‘& Spacebrake - js3 buttondd found fOf' the Current InpUt. ue
----- ‘& Speed Limiter Increase
----- ‘& Speed Limiter Decrease .
..... %, Speed Limiter Rel) Mapplng <point 1n="0.680" OUT="0.600"/>
----- ‘& Speed Limiter [Abs.) - js3_z — (;%{Iniunr;lt'l neua\‘l:ﬂtr}«fac_lu)r‘ve:v
----- & Acceleration Limiter Increase Selected (,ftl-pt'it?l"lsb_m ==
""" & Acceleration Limiter Decrease e | =options type="joystick™ instance="3" Produc
----- ‘& Acceleration Limiter Up / Down (rel,) Mapping | <?F'|-ight__my£re__s]pe):ad_range invert="1" expone
----- ‘& Acceleration Limiter Up / Down [abs.] - js3_rotx (’LDTi‘n’:__eai"n‘:E}B—cl""D?:F’ UT="0. 354" />
----- ‘& Decoupled mode [Toggle] - js2 button3 Dev Ctrl |i52_|a|t+y (go'int in="0.263" Dut="0:?16",.r‘:-

----- &, strafe up - js3_button2s
----- & strafe down - js3_button27
----- &, strafe up / down - js2_~

----- &, Strafe left - js3_button2s Disable & J5/Knd Clear
----- &, strafe right - js3_button26

<point in="0.625" out="0.953"/>
X X </nonlinearity_curvex
Assign Throttle Find 1st. </flight_move_speed_rangex>
</optionsx>

<deviceoptions name="Saitek Pro Flight X-55

..... ‘& Strafe left / right - js2_~ <option input="rotz" deadzone="0.030" />
P L </deviceoptions>
----- & Throttle forward - js2_~
..... B Throttle back - js3 buttondd £ <deviceoptions name="Saitek Pro Flight X-55
‘& =d X Dump XML Grab XML <option input="x" deadzone="0.030" /=
----- & Throttle forward / back - js3_roty </deviceoptions> v
----- % Strafe forward / hack Invert v < >
< >

Conversions |

Joystick |:| Gamep |:| Keyb. |:| Mouse |:| Mapped

Mapping name: |la]mut_rrw_1(55_65u

Action Filter: l:l Clear Filter E Save map |~ Dump and Save my Mapping
Tree Filters

Support:  profile version = "1" optionsVersion = "2" rebindVersion = "2" .:

= Action tree and mappings - shows the tree of action maps and actions derived
from the defaultProfile directly from the game folders

= There are some filters where you can limit the items shown in the tree

= The program detects game devices - each one has its own tab

= The XML area shows the outcome of the mapping and is what can be import-
ed in the game directly

= The Mapping area is where profile actions can be mapped individually to cre-
ate the action mapping YOU want to use in the game



Game Devices

Joystick 1| Joystick 2 { Joystick’3 | [

Arduino Mi Saitek Pro Flight X-55 Rhino Stick §
608e1420-03b7-11e4-8001-444553540000

# Axis: 7 #POV: y s -

# Buttons: 48 ‘ <t

Detected Devices shown as Tabs

Joystick 1 Joystick 2 |Jo]rsﬁck 3
Saitek Pro Flight X-55 Rhino Stick

& Axis: 3 & POV: 1
# Buttons: 17
Joystick State
X-Achse: -16 Slider 1: 1]
¥-Achse: -28 Slider 2: 1]
Z Axis: 1]
Mehrwegescl -1

X Rotation: 1] POV 2: -1
¥ Rotation: 1] POV 3: -1
Z-Rotation: -1 POV 4: -1
Buttons: 15

jsM - Assignment
This device is listed as: js2

Device Tab for the ‘blue’ Joystick

The tabs represent the game devices
found connected to the PC.
The program can show up to 12 devices.

The sequence 1..12 shows the order the
PC reports them which is crucial to the
mapping as this will result in the default
js1_,js2_ .. Names used to build the
command name.

A summary of the capabilities is show in
the top area.

A tooltip indicates the real name of the
device - move and point the mouse to
any Tab to show the indicator.

The elements shown in ‘Joystick State’
are the ones the device seems to support
— greyed ones are not available for this
device.

You will see the actual jsN assignment -
or ‘not assigned’.

The SC-Device to Joystick Mapping is a
separate window accessed by hitting the
‘Js Reassign’ button.

Just hit any button, Axis of the device
and see how things are changing.

Note: the range for Axis is set to —1000 ..
+1000 by the program and is not what
other applications may show you.



Action Tree and mappings

Action Tree

The action tree is initially built from the
games defaultProfile - so these are the
known actions which are grouped along
‘action maps’ e.g. ‘spaceship_movement.
Each action is predefined for a specific
device.

There are joystick, keyboard, mouse, and
gamepad actions indicated by the icon.

— This is given by the SC default profile
and cannot be changed. An action may
e.g. not be available for the joystick.

Rebinding:

By ‘rebinding’ or mapping and action with
a different control one does replace the
default one.

Overwriting a keyboard action will result
in having it available with a different com-
mand in the game.

You can only map actions using the
same device as in the profile i.e. a key-
board action cannot be mapped with a
joystick control.

If actions are mapped (as shown) the col-
or indicates which device is mapped.

The device tab colors match the entries,
keyboard and mouse have distinct colors.
If the background is white - there is no
current mapping given.

Unmapped actions are ignored.

Underlined items indicate an ActionModi-
fier is applied in defaultProfile

Selecting an Action:

Click on any action to make it the used
action in the mapping area. Once select-
ed it is marked with the green arrow

...... ! v_ui

----- L° v view_interact

----- *&. ¥ view freelook mode

----- L° v view freelook maode

----- *&, v_view_dynamic_focus

----- L= v view_dynamic_focus

----- *&, v view dynamic focus in - js2 button38
----- Lo v view dynamic facus in

----- *&. v view dynamic focus out - js2 button3g
----- L v view dynamic focus out

----- & v view look behind - s2 button23

----- L° v view look behind

- spaceship_movement

----- *&, v_pitch_up

----- L* v pitch_up

----- *&, v_pitch_down

----- L= w_pitch_down

----- *&. v_pitch - js1_y

----- *&, v_yaw_left

----- Lo v_yaw_left

----- *&. v_yaw_right

----- L= v_yaw_right

..... j& v_yaw - js1_x

----- |° v toggle relative mouse mode - kb1 ~
----- *&. v_roll_left

----- L= w_roll_left

----- *&, v_roll_right

----- L= w_roll_right

----- *&, v_roll - js1_rotz

----- L= w_roll_maouse

----- *&. v toggle yaw roll swap - js1 ~

----- | w toggle yaw roll swap - kb1 ~

----- *&, v_throttle_toggle_minmax - js1_~

----- |* v _throttle_toggle_minmax - kb1_~

----- *&, v throttle zero - js2 buttondd #

----- |* w throttle zero - kb1 ~

----- &, v throttle 100 - js2 button6 #

----- L= v throttle 100

----- *&, v_throttle_up -js1_~

----- | v throttle up - kb1 ~ v

Joystick |:| Gamep Keyb. |:| Mouse |:| Mapped

Action Filter: | | ' Clear Filter |

A regular action tree




Action Tree Filters

Action Tree Filters

The action tree has a vast number of en-
..... Bl spaceship view tries. So for convenience you may filter
i@ spaceship_movement the shown items to the one you are inter-
& v_throttle_zero - js3_button40 # tod |

& v_throttle_100 - js3_buttons # ested In.
&, v_throttle_abs - js3_throttlez

@ spaceship_targeting
----- I& spaceship_turret

Device Filter

..l spaceship_weapons With the checkboxes at the bottom you
""" il spaceship_missiles may restrict the shown item to a particu-
“J@ spaceship_defensive

----- & spaceship_auto_weapons lar Category-

- i@ spaceship_power
----- L&l spaceship_radar

i@ spaceship_hud Joystick [| Gamepad [ Keyb. [| Mouse |
..... §& multiplayer
: LF:_::;;"“”“" Check categories you want to see
gl singleplayer
""" I default Mapped Only

Lo B Grmariba

Restricts to show only mapped items

[¥] Joystick [ | Gamepad [ | Keyb. [ | Mouse [v] Mapped

Action Filter: thro [ Clear Filter ]
. . WM d
Action Fil- IPPEE ter
Filtered action tree - showing mapped joystick items with “thro Accepts text entry to match parts of the
NOTE: Filters only restrict the items shown in the tree action name
Clear Filter
Action Filter:  thro | ClearFilter

To empty the ‘Action Filter’ field

Collapse / Expand
Use this context menu to unclutter the
tree view.

Select an entry and ‘Collapse to selected’

 —{ih NTEoler thecat o= kbl WS It e T i to only show the actionmap items where
E = spa_(eshlp_vlew ) .
-k vview_ yaw_left - js4_hatl_left the selected item belongs to.

‘& v_view_yaw_right - jﬂ_hﬂ_ﬂﬁﬁ
% VV_'U'IEWJa'W - js3_rotx

Iﬁﬁﬁ:i o et dawn Select ‘Expand..’ to ... expand the com-
plete tree again.

Note: Using filters or loading a profile will ex-
pand the tree again.

Collapse to selected
Expand all Mappings

Assign: js4_buttonl5



Working with Profiles

Working with profiles

The program gets the actions from the

real game asset — so you are always up

to the actual values. <:’
. . . Profile: GamePack defaultProfile

The in-game asset is used if

GamePack defaultProfile is shown <":,

From here you may Reset the action list
to the following

Dump...

-RESET DEFAULTS loads the Joystick o
actions mapped with what CIG is provid-
ing in defaultProfile

Pl  Reset defaults !

-RESET EMPTY reverts to just an _E Reset empty !
action list without any mappings ’

Loadmg a profile

----- Lo ¥ _EJECT - KDL TAM+]

----- ) v eject - xil shoulderl+shoulderr+y
----- ‘&, v_eject_cinematic - js1_~

----- |° v_eject_cinematic - kbl _ralt+|

=& spaceship_general

""" v EJ_ edt -y v_eject_cinematic - xil_shoulderl+shoulderr+y
""" Lo v_eject et v_exit - kbl f

----- H v EJL:ECI: - Y V_exit - xil_y

----- &. v_exit %ﬁ v exit - js1 ~

----- Lo v_exit IL v self destruct -js1 ~

..... | v_exit -0 v self destruct - kbl ralt+backspace

,,,,, *& v_self_destruct -l v_self destruct - xil shoulderl+shoulderr+x

----- %, vtogole cabin lights - js1 ~

----- |° v toggle cabin lights - kbl lalt=t

----- M v toggle cabin lights - xil shoulderl+dpad left
----- *& v togagle running lights - js1 ~

----- |° v toggle running lights - kbl lalt+t

----- L v_self_destruct
----- By v_self_destruct
----- ‘&, v_toggle_cabin_lights
----- |* v_toggle_cabin_lights

----- i v_togale_cabin_lights 1" v starmap - kbl home

----- ‘&, v_toggle_running_lights IL v_cooler_throttle_up - js1_~

..... |° v_toggle_running_lights -1 w_cooler_throttle_up - kbl _lalt+=np_8
..... |* skyline_toggle -8 v_cooler_throttle_up - xil_~

..... | v_debug_1 ‘&. v_cooler_throttle_down - jsi_~

----- | v_cooler_throttle_down - kbl_lalt+np_7
----- #® v_cooler_throttle_down - xil_~
----- |* spectate enterpuremode - kbl rcri+insert

=& spaceship_view
----- ‘&, v_view_yaw_|eft

..... :' . v_vfew_yaw_h.&ft [_] spaceship_view

----- &, v_view_yaw_right &, v_view_yaw_left - js1_hat2_left

----- L v_view_yaw_right Lt v view_yaw_left - kbl _~

..... & vview_yaw &, v_view_yaw_right - js1_hat2_right
..... | v_view_yaw L v_view_yaw_right - kbl_~

----- o7 y_view_yaw_mouse -l v_view_yaw - js1_x

----- L v view_yaw_absolute . v. “mﬁ" tﬂ llh:'mhbmm T

Reset Empty profile Reset Defaults proflle



Mapping

Selected | v_pitch

Mapping |is3.y

Dev Chrl, js3_x

’ Disable ]

Find 1st.

e ]

‘& 15/ Kbd

Device Mode

Selected | v_pitch_down

Mapping |

Dew Ctrl.  np_5

’ Disable l I+ 15 /Kbd

Find 1st.

o]

Keyboard and Mouse Mode

loystick 1 Joystick 2 |Joysﬁd: 3
Saitek Pro Flight X-55 Rhino Stick

& Aoxdis: 3 & POV: 1
# Buttons: 17

Joystick State
X-Achse: -16 Slider 1: o
¥Y-Achse: -28 Slider 2: o
7 Axis: 0

Mehrwegescl -1
X Rotation: 0 POV 2: -1
¥ Rotation: 0 POV 3 -1
Z-Rotation: -1 POV 4. -1
Buttons: 15

j5N - Assignment
This device is listed as: js2

Device Tab for the ‘blue’ Joystick

Whenever you click on an action in the
Action Tree it is copied into Mapping and
can be mapped to a Control.

Dev Ctrl. is the last item you activated
on the currently shown device tab.

You may also map keyboard and mouse
actions.

Devices vs. Keyboard/Mouse

To switch between game devices and
keyboard/mouse us the ‘JS/Kbd’ toggle.
Note: keyboard entries are accepted
when the Ctrl. Field has the focus

Select the device

To map a device control first select the
device tab i.e. if you want to map a con-
trol of the second joystick you have to
select the ‘Joystick 2’ Tab first.

Assign

Once you have a mapping that should be
used, hit the “Assign” button.

The new mapping will be shown in the
Action Tree — where it gets the back color
of the device it is assigned to.

Throttles

To make any axis a Throttle axis — check
the ‘Throttle’ box ! It is often the Z-Axis.
A throttle gets a name like js2_throttlez.
Clear Actions

To clear a mapping — select it in the Ac-
tionTree and Click “Clear” - it gets a neu-
tral color and no control in the ActionTree
— it is now unmapped.

Find a mapping

You may use “Find 1st” to find the first
action where the currently shown Citrl.
Disabling

If you wish to disable a single item from
the defaultProfile i.e. hide it from use se-
lect an item and then hit the ‘Disable’ but-
ton.



Advanced Mapping

Context Menu

Right click an action opens a context .t v_cooler_throttle_down - kbl lalt+lctri+np_7 |4
menu giving a choice of functions that =i spaceship_view
are possible rightnow. || " & wview yaw_left - js4_hatl._left
P g . N . &, v_view_yaw_right - js4_hatl_right
----- *& V_view_yaw - js3_rofx
) ) [ Y [ S ‘&, v_view_pitch_up - js4_hatl_up
ASSIgn,. Dlsable,lCIear behave like the || | .. &, v_view_pitch_down - js4_hatl_down
buttons in the mainGUI | | .. <&
_____ I v view g Collapse to selected
i - |l i e V_view_oyc and a appings
Add Mapping (see also Mouse Ma ¥ I Expand all Mapping
ping) ] L* v view mo e
Will add a binding to the selected itemto || & wviewzog  Assign:jst_buttonl>
use a second control for this item. Such || | «%- v_view_209 Disable Mapping
an addition can be mapped Iikg the main ::::i :—::3—3: Clear Mapping
entry - also deleted to remove it. o
& vroll-js2rotz ] 0 l v_view_scre .
*&, v_throttle_zero - js3_buttond3 | l v_view_scre Profile: tap
. ‘*m I . [ v_view_scre Use Profile
&, _throttle_100 - js3_buttond4 el VIR
DM bhendbla akhe B3 clidar I~ spaceship_mor |M -
..... '& v_pitch - js¢ tap
. . Ao .
(Note: this may work partly in SC3.0) || | i~ & vyaw-jsa double_tap _
..... & v_roll - js4_| double_tap_nonblocking
..... ‘% 'H'_thlﬂﬂlf_: dEla],fEd_tap
----- :& v_throttle_] press
..... & v_throttle delayed_press
----- t& v_brake - js hold
..... ) v brake - k delayed_hold
_____ t&' v target m hold_toggle -
Activa- — tion [| - & M—
Modes Profile: no ActivationMede || © L ‘% v_strafe_up - js3_button25
Srofie. | e thor
. Context Menu of an action
Profile: Useprofie  [NRUCHE
are activa- tap tion
double_tap .
mOd.eS ) double_tap_nonblocking listed.
Profile in- press
dicates what is in the profile as default or .
‘no ActivationMode’ if the profile does not - spaceship_power
app|y one b e :&, v_power_focus_group_1 - js3_buttond
----- &, v_power_focus_group_2 - js3_button3
----- t&, v_power_focus_group_3 - js3_button2
<actionmap name="spaceship_view" I (R e ‘% u_puwer_leset_fm:us -jﬁ_hllﬂﬂl’ﬂ # <:
<action name="v_view_cycle_headlook_mode"> 3
‘;ar‘cetb;cr:rtl:l}1nput="]s3_buttun21" ActivationMode="double_tap™ | | { .. % 'I.r_pl::lwer_thrl::lttle_up
ebind Tnoutss3Foeemutrone o || i b & v_power_throttle_down

----- *%, v power throttle max
b .
----- %, v _power throttle min
----- &, v power togale group 1
----- &, v power togale group 2

----- ¥ & v_power toggle group 3
Mapping with user ActivationMode # mark

You may choose a new activation (=
mode for this mapping which is

10



Joystick mapping with Modifiers

Selected |u_togg|e_cahin_r|gms

Mapping |kh1_laﬂ+t

Dev Ctrl.  js3_x

’ Disable ]

Find 1st.

(o]

15 15/ kbd

Device modifier

Selected |w_tagg|e_cahin_ﬁgms

Mapping |lth1_|.art+t

N Al cErl +np 5

’ Disable ]

Find 1st.

[ ]

\* JS/Kbd

Combined modifiers

\
L/

EsC
. -

Keyboard Modifiers

Controls can be extended with a Modifier.
Right now only keyboard modifiers can
be used for joysticks.

Modifiers are preset:
Left/right Shift / Alt / Ctrl keys
Modifiers can be combined.

If you press a modifier it will show up like
‘Ishift+Ictrl+key’

For devices the notation is different - it is
prepended by the device tag

E.g. js2_lalt+y (js2_y is the control that is
modified here)

For keyboard input press all keys and re-
lease them at once.

Sometimes a second attempt is needed
to create the proper key sequence.

Clear Modifiers

To clear all modifiers from the input

Press the ESC key for a moment.

it will be cleared after ~3-4 seconds




Mouse Mapping

Adding Mouse Commands
Switch to Kbd Mode

\* )5 /Kbd

Context Menu

Right clicking the ‘Ctrl’ entry field opens a
context menu giving a choice of mouse
commands that are possible right now.

The number of buttons is taken from the
current mouse input setting - you may
need to find out which oneis 1,2 ...

Keyboard Tab is here as well as it cannot
be entered (navigates the GUI).

Modifiers from keyboard
Can be used to extend mouse com-
mands

Selected | v_roll

Mapping |j51_l0t:

Dev Ctrl. |kb1_|ctrl+tab

Kbd - TAB

Throttl . .
K-tz (horizontal)

Y-toas (vertical)

| Disable

Dump XML é

Lo IS

Wheel Up
Wheel Down

Button 1

Button 2
Button 3
Button 4
Button 3
Button &
Button 7
Button 2

Ctrl - Context Menu - Mouse Commands

Selected | v_attackl_groupl

Mapping | mol_moused

Dewv Ctrl.  mol_mouse2
Throttle Find 1st.
[ Disable ] L+ J5/Kbd [ Clear ]

Mouse command assigned

Selected | v_attackl_groupl

Mapping |nm1_museB

Dev Ctrl.

maol lshift+mousel

Throttle

Disable L+ J5/Kbd Clear
Mouse command with modifier assigned

Find 1st.

0
1

12




Mouse Mapping cont'd

—1

- | v_hud_focused_cyc

=-H player
i =l use-kbl f

------ = UNDEF

- player

10 use - kbl f
g prone
- [l zero_gravity_eva

@ vehicle_general
[ wehicle_driver

E wvehicle_gunner Mapping |

— - A
= E IFCS_controls Dev Ctrl,
@ singleplayer

-l multiplayer

- spectator

|* spectate_rotateyaw_mouse

HE S spectate_rotatepitch_mouse

Selected | use

mol_moused

| Dpisable |

Throttle

| |+ JS/Kbd | [

Clear ]

v_hud_focused_cycle_mode_back

i@ player

. -1 use-kblf
:> g use - mol_moused
C. g prone

</ACTI0n>
<daction name="use"»
<rebind input="kbi_T" S=
<addbind input="mol_mouse4" s
<jaction:=
<cAartinn name="tnonle mannatic hnots"=

Elﬁ vehicle_general
-l v exit - kbl f

- sy v_exit - mol_moused
v haorn

g A B m
<actionmap name="vehicle_general >
<action name="v_axit"=
<rebind input="jsi_ " multiTap="1" />
<jactions
<action name="v_axit"=
<rebind input="kbi_f" S=
<addbind input="mol_mouse4"
</action=
<daction name="v_horn"=

I=
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Mouse mapped for keyboard action

It seems that for some actions CIG al-
lows to map the mouse in addition to the
keyboard. This may be intentional or not
and may change in the future...

In order to add a mouse button to a key-
board action “Add Mapping” and assign a
mouse input to it.

Example is with ‘use’ in the ‘player’ ac-
tionmap.

- To use “Add Mapping” one has to map
the basic action - here to the already de-
fault key f.

- Then rightclick and select Add Mapping.
- Select the new UNDEF entry.

- Rightcklick and select the mouse button
in “Dev Ctrl.”

- Assign

Resulting XML
Seems to work in the Game (at least
hangar it did)

Don't forget that for e.g. Use and Leave
the buggy you would need to extend the
vehicle - exit action as well.

It is tied to f as delayed press activation
in the default profile.

For keyboard f there are many more
mappings you want to check.

Note: this is rather experimental and may not al-
ways work as expected, also due to the many
actions a mouse can be already be bound to.



XML Dump

XML Format
Mappings are sent to the game using
XML formatted files.

The XML Area is where you may find the

Dump XML é ‘ Grab XML

mapping after hitting the ‘Dump’ button.

The Context Menu

Right click opens a menu where you may
choose from:

Copy, Paste, PasteAll, Select All,
Open..., Save As...

The usage is rather common here. Once
you dumped the mapping you want to
“Save” it as “filename.xml” somewhere.

To refine any mapping “Open” the file —
the content is shown in the XML Area,
then “Grab” it into the ActionTree.
Once the refinement is finished — again
Save it to afile.

Note: only use properly formatted Ac-
tionMaps here. The program may just break
if it encounters something unexpected!

Dumps (XML, Logs etc.) | All Mappings

<pUITiL I U, 695 UUL= U.Bz3 ;>
</nmonlinearity_curves
< /Tlight_move_vaw=
</options>

<options type="jovstick™ instance="3"x
<flight_move_roll exponent="1.00" =
<nonlinearity_curves
<point in="0.182"
<point in="0.629" out="0.235"/>
<point in="0.895" out="0.629"/>
</nonlinearity_curvesx
</Tlight_move_roll=
< options=

out="0.028" />

<deviceoptions name="5aitek Pro Flight X-55 R
<gption input="rotz" deadzone="0.030" />
«/deviceoptions=

<deviceoptions name="5aitek Pro Flight X-55 R
<option input="x" deadzone="0.030" /=
</deviceoptions>

<deviceoptions name="5aitek Pro Flight X-55 R
<gption input="vy" deadzone="0.,030" />
«/deviceoptions=

<acticnmap name="spaceship_general™=
<action name="v_gject”>

<rebind input="jsz_button4s" ActivationMo
<jactions=
<action name="v_gject">

<rebind input="kbi_ralt+1" A=
<jaction=

<action name="v_exit"=
<rebind input="kbi_T" S=
<jactions
<action name="v_exit"=
<rebind input="jsi_ " multiTap="1" /=

</jactions
<action name="v_self_destruct”=
srahind dnnnt=""1<1 " o mnltiTan=""1" e

XML Dump of an action map

14

]




All Mappings

All Mappings - Tab
Dumps and this new mapping list are
sharing the same space in a tabbed area.

You may switch at any time - nothing is
lost here.

Dumps (XML, Logs etc.) | All Mappings

|:| Switch XML/Mapping tab automatically

The Mappings are derived from the “Dev
Ctrl.” and is updated whenever it chang-

Actions listed for input: js2_buttond0

Location Action Actionmap Activation Mode

mapped v_throttle_zero spaceship_movement madified;tap;1 es -

mapped v_brake spaceship_movement default

mapped v _strafe_back spaceship_movement madified;hold;1 MEFI ping IID]._N

mapped v_decoupled_brake spaceship_movement default

mapped v_decoupled_strafe_back spaceship_movement madified;delayed_hold;1 Dev Ctrl. j52_b uttondd

All Mappings listed for Joystick 2 button 40 (my master break) Mot T e

Mappings are listed as either ‘profile’
which is an entry from the defaultProfile

[ Dumps XML, Logs etc) | All Mappings | or ‘mapped’ which is one from the cur-
[7] switch XML/Mapping tab automatically rently loaded user mapping.
Actions listed for input: kb1_f
Location Action Actionmap aaivationmede T he last part is the activation mode with
profile  v_exit spaceship_general Use Profile;1 multl tap number Sometlmes |t |S good to
— — — know if a command is delayed etc.
profile v_view_interact spaceship_view Use Profile;1
profile v _toggle_qdrive_engagement spaceship_movement press;1 Note: sometimes you m|ght need tO toggle
profile inspect player tap;1 . .
keyboard entries when previously a mouse
profile use player Use Profile;1 .
entry was done - cannot be avoided..
mapped use player default
profile interact player Use Profile;1
profile V_exit wvehicle_general delayed_press;1
mapped v _exit vehicle_general default
mofile i hide hint default press:1 To get the program to switch the tabs au-

to “All Mappings” and when a ‘Dump..’
button is pressed to “Dump (XML..)"
Check the corresponding box. Also avail-
able in Settings.

Dumps (XML, Logs etc) | All Mappings |
:> Switch XML/Mapping tab automatically

|Pu:1:iuns| listed for Input: -13Z buttor

15



Action maps

Update for V 2.46

Working with action maps
(Maps, Mapping etc..)

The program gets the action maps from
the USERS game asset — so you are al-
ways up to the actual values.

In addition it provides the in game map-
pings from RSI for review and modifica-

tion (you have to save them with a custom name
ending in _exported by CIG)

(Note: it will not import curves with more than 3
points)

(...\StarCitizen\LIVE\USER\Controls\Mappings)

From here you may first chose a map,
then ‘Load’ the action map — this will
overwrite you XML window in any case

-DEFAULT, LOAD and GRAB first Reset
(defaults) the action list then it loads and
grabs the new map and merges them
with the defaults

-RESET, LOAD and GRAB first Reset
(empty) the action list (all mappings
cleared) then it loads and grabs the new
map

-LOAD and GRAB loads the map into
the XML window and clicks Grab i.e.
merges the existing mapping with the
one loaded

-LOAD loads the map into the XML
window only

See page 3 for some common workflows
And how to handle them easily.

Action map region of the program

Mappings:

Faor infa

pp_rebing

layout_my_x55_65u

ReT

ReT

ReT

ReT

ReT

ReT

A

layout_keyboard_modswap

layout_joystick_xroll

layout_hotas_x36

layout_hotas_x35

layout_hotas_x32_pro

layout_hotas_x532

layout_hotas_warthog

layout_hotas_g940

layout_all_blank

layout_myUTest_exported

layout_my_x55_b5asexport
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Select one of Your action maps

Action map loading options



Your Actionmaps

Mapping name: | layout_my_x55_650

| H Dump and Save my Mapping

Invalid name indication

|§
s

Mapping name:  layout_my_joystick3

(/-2 Dump and Save my Mapping |
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Working with your own actionmaps
The program not only gets the ac-
tionsmaps from the real game asset — but
also can save your maps there.

(...\StarCitizen\LIVE\USER\Controls\Mappings)

1.Type a name

2.Hit the button — it will then Dump and
Save your map into the game folder
(asking you to overwrite it if it exists)

Remark: your map name has always to
start with ‘layout_my_’" to prevent con-
flicts with CIGs own actionmaps
Lowercase only, no spaces, tabs allowed
else you see the red flag ..

A successful Save will show the green
flag

Your own maps will then show up like the

game provided maps
pp_rebindkeys Tayout_my_joystick

should load it into the game

Note: For your convenience each Save
also makes a copy of into your personal
“My Documents\SCJMapper” folder — no
work is lost if there is an update

that cleans the Mappings folder.



Actiontree as table

Update for V 2.35

Filters Actionmap Action Device Def.Binding Def Maodifier Addbind Usr.Binding Usr.Modifier Disabled [ad
Action Filter: l:l D1-spaceship_g... Jjoystick js1_rctri+button6 | press js2_buttonds delayed_press
01-spaceship_g.. v_gject keyboard kb1_~ press kb1_ralt+| Use Profile
perbingFiter [ | 01-spaceship_g... |v_gject xboxpad i1 press ] Use Profile O
Usr Bind Filter ‘ Clear | D1-spaceship_g... v_gject_cinematic | joystick Js1_retri+buttoné | Use Profile D Use Profile D
D Joystick D Gamep 01-spaceship_g... | v_eject_cinematic | keyboard kb1_~ Use Profile D kb1_lalt+1 double_tap I:‘
D1-spaceship_g.. v_gject_cinematic | xboxpad xil_~ Use Profile D Use Profile D
D LEmee D L D1-spaceship_g... |v_exit Joystick Js1_~ press D Js1_~ Use Profile
Edit 01-spaceship_g... v_exit keyboard kb1_h press O kb1_f Use Profile O
Edit "Disabled” [] D1-spaceship_g... |v_exit xboxpad xil_shoulderl=y | delayed_press O Use Profile O
E— 01-spaceship_g... v_self_destruct Jjoystick Js1_~ delayed_press I:| jsl_~ Use Profile
Unmapped Accept Edits 01-spaceship_g... |v_self_destruct keyboard kb1_~ delayed_press D kb1_ralt=backs... | Use Profile D
D1-spaceship_g... v_self_destruct xboxpad xil_~ delayed_press D Use Profile D
01-spaceship_g... |v_cooler_throttl... |joystick Jjs1_~ Use Profile I:| js1_~ Use Profile
01-spaceship_g... v_cooler_throttl.. | keyboard kb1_~ Use Profile D kb1_lalt=Ictrl=n... Use Profile D
D1-spaceship_g... |v_cooler_throttl.. |xboxpad xil_~ Use Profile D Use Profile D
01-spaceship_g... v_cooler_throttl.. |joystick Jjs1_~ Use Profile D js1_~ Use Profile
D1-spaceship_g... |v_cooler_throttl.. | keyboard kb1_~ Use Profile D kb1_lalt=Ictrl=n... | Use Profile D
D1-spaceship_g... v_cooler_throttl.. |xboxpad xil_~ Use Profile D Use Profile D
01-spaceship_g...  spectate_enterp... | keyboard kb1_rctrl=insert delayed_press D Use Profile D
D1-spaceship_g... | v_flightready Jjoystick jsi_~ press D Use Profile D
01-spaceship_g... | v_flightready keyboard kb1_~ press I:| kb1_f5 Use Profile I:l
01-spaceship_g... v_flightready ¥boxpad xil_~ press D Use Profile D
D1-spaceship_g... v_doors_open_all |joystick Js1_~ press D Use Profile D
01-spaceship_g... v_doors_open_all | keyboard kb1_~ press I:| kb1_f7 Use Profile I:l
01-spaceship_g... |v_doors_open_all |xboxpad xil_~ press D Use Profile D
D1-spaceship_g... v_doors_tlose_all | joystick Js1_~ press D Use Profile D o

Actiontree can be show as table

Actiontree as table

“Toggle Table...” will show and hide the
Table window (above)

Double clicking a row or clicking the row
header will select this item in the Main
Windows Action Tree (green arrow).

[

The table can be filtered with either text

and/or the checkboxes
(Note: those filters are not linked with the ones for
the main action tree)

" - Config... =

Show Toggle Table...

Show Options Dialog...

Show Device Tuning Dialeg...

E-jg spaceship_view
el v view yaw_left

S ‘&, v_view_yaw_right

A . .
- &. v_view_yaw - js2_rotx
e v_view_pitch_up
‘&, v_view_pitch_down
L v view pitch

Filters

Action Filter:

pitch Clear
Clear
Clear

|:| Gamep

[] Keyb.

Def Bind Filter

Usr Bind Filter

Joystick
[] Mouse

The table can be sorted by clicking any

1 =

active column header.

Clicking the leftmost (empty) column
sorts the table along the initial Actiontree
order.

REF_ActionMap ActionMame & Device Def_Bim

keyboard

18-default cam_toggle_cinematic keyboard |kbl_ralt+
18-default cancel_cinematic keyboard |kbl_spac
20-player cancelselect keyboard kbl mou
£

-

REF_Actionkap

01 -spaceship_general

I 01-spaceship_general

18



Fast Disabling with a table

Update for V 2.35

Edit Disabling

The only editable item in this table is

Fait " Disabled” Undo Edits “Disabled”. First enable edit with the
Disable all checkbox. Then click on any of the
- Accept Edits checkboxes in the ‘Disabled’ column.

Undo will revert, Accept carries all the

changes to the main tree but they are not

saved yet.

Edit

Read about Disabling also later in this document.. Disable all Unmapped

Hints - What about commands you really don’t want to be Wil d'sabl_e _a” u.nmapped. entries that are
mapped in game ? currently visible in the action tree.

|.e. use the checkboxes / filters to limit
the visible items in the action tree.

(Note: if you want to discard those changes after

“Accept Edits” — “Load..” the map again)

Note: there is an oddity when changing ‘Disabled’
and the table is sorted by ‘Usr_Binding’. As it im-
mediately resorts the table after accepting the
edit the changed entry is moved somewhere else.
If you click another one below it may then have
moved already and the click goes wrong. This is
intrinsic and cannot be changed.

So if you want to fast apply disabling by clicking
one after the other item either do NOT sort by
‘Usr_Binding’ OR if you must - start checking
against the sort order i.e. if sorted ascending start
checking from bottom to top.

Switching the GUI language

Update for V 2.35
The program will use your computers locale to use the corresponding GUI language.

For now this is valid for de_XY and fr_XY where it chooses German or French; all others default
to English. If you want to have the GUI in either of the languages available you have to modify
the config file in the applications folder: sciMapper.exe.config

<!'——--This-is-the minimal -change -that -detects -a -movement -of -an -axis - (Joystick, -Gamepa use)
default rare 150,500,150 - -you -may -change it -to-get -the -detection -less -sensitiw
enter ra-locale 'for-culture-e.qg. en-to 'use -the -english  -texts - {en, 'de-or-fr-are orted) —=>
<hppConfiguration jsSenselimit="150" -gpSenselimit="500" ‘msSenselimit="150" -culture=""/>
<runtime

Use notepad to edit the file. Change the empty culture item to culture="en” to get English (“de”

or “fr” for German or French)
Note: This is independent from switching the profile language in Settings!!
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Device Layouts

Update for V 2.46
Device Layouts

Open the Layout Dialog
There are a number of GUI elements at your disposal..

Show Toggle Table..
Show Options Dialog... i

The dialog imports your current action tree. Show Device Tuning Dialeg...

You may choose which Actionmaps you want to layout.
There are Actiongroups defined which toggle a number
of Actionmaps that seem to belong together. !

Show Device Monitoring Dialeg...

Show Layout Dialog... i

= Device Layout

, J51 Not Used
\[1: %55 Joystick & X65F Throttle Saitek Pro Flight X-55 Rhino Stick Activate Create Test

Changed
JEBSF Flight Controller Devices

Items List

Js4 Not Used

>

Actiongroups
SpaceFlight
SpaceDefensive
SpaceTargeting | ] o= 1
SpaceWep ~ I — = v !
< N Fiiger Tagge

Actionmap &
Flight - Co

Flight - View
Flight - Movement
spaceship_docking
Flight - Power
IFCS_controls
Flight - Defensive
Flight - Targeting
Flight - Target Hailing
Flight - Targeting
Flight - Targeting
Flight - Radar
Flight - Turrets
Flight - Weapons

e T T

X65F Throttle & X55 Stick
- )

=

icsa vt o

= oy

T 1

Lo bt

Imo,.w

|3

Flight - Weapons T ==
—
spaceship_auto_weapons 1
Flight - Mining |U| """" bt - m it
F Seneral Q
=
< 4 5 )
e ot (Tl
,"-" il =
] 5 ==

Working with device layouts

1. Choose your device to map - there are a number of popular devices provided

2. Check the actionmaps to layout - there are Actiongroups predefined to make it easier

3. Hit the Wand to see how it looks like - you may encounter a message that pm—m—"
there is not enough room to layout all controls; ), Lot s s i
— either reduce the font or uncheck some Actionmaps or both

4. Once happy you may save the layout as image (PNG or JPG are supported)
5. To change the appearance, fontsize, colors go to Settings
6. Close the dialog by clicking the red crossed button

=

Double clicking the Joystick symbol toggles all Actionmaps at once
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Device Layout Settings

Js1 Not Used

Saitek Pro Flight X-55 Rhino Stick Create Test
X6SF Flight Controller Items List

Js4 Not Used

Actiongroups
B4 spaceFlight

A spacepefensive SpaceFlight

B spaceTargeting SpaceDefensive
@ SpaceWeapons w SpaceTargeting
< > SpaceWeapons
SpaceMining
Actionmaps = Player
[ Flight - Cackpit EVA
b4 Fiight - view
E Flight - Movement VehicleWeapons
@ spaceship_docking
[#] Fiight - Power Interaction
B IFCS_controls Spectator
BA Flight - Defensive Others Select an entry in the list and then click above
[ Fiight - Targeting to assign colors.
[ Flight - Target Hailing
M Flight - Targeting Note:

B Flight - Targeting White background is treated as Transparent

B4 Flight - Radar

E Flight - Turrets

B Flight - Weapons

E Flight - Weapons

E spaceship_auto_weapons

while drawing items to the image.

E Sodial - General

A prone &7

< >
(o) &)

Settings allows to change:

The font size from 12 to 22 pts using the Slider
The text and background color of each Actiongroup

To do so click one of the groups ::
It should show the groupname in preview with size and colors

Then click either text or background color to change it.

Use the new settings with Accept, else Cancel the configuration changes
Note: | found that clicking a group may take an odd while to show the current item, don’t know why - but don’t raise an issue, |
don’t know how to fix it anyway

Advanced use for Device Layout creators

Top right are the devices currently found connected when opening the dialog. 1st four only.

You may change them to see how a different device would be mapped

Also you may just ‘Create Test Items List’ to get each layout field showing an item, revert by clos-
ing and opening the dialog again (this is to debug newly added layouts).

If you want to make a layout for a device not in the list - raise an issue in Github

To prepare: highres pictures of the device(s), a guide which control is where i.e. buttons, axes, etc.
Use Dump Lodfile to get the device PID_VID & Name from the section DXInput Device Listing:
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Settings

Update for V 2.46

Settings

Configuration - enter button numbers which should be ignored separated by spaces (e.g. 24 25)

Joystick 1 |:| (] Hide Joystick 7 |:| (] Hide
Joystick 2 |:| (] Hide Joystick 8 |:| (] Hide
Joystick 3 |:| [] Hide Joystick 9 |:| [] Hide
Joystick 4 |:| [] Hide Joystick 10 |:| [] Hide
Joystick 5 |:| [] Hide Joystick 11 |:| [] Hide
Joystick & |:| [] Hide Joystick 12 |:| [] Hide
Path to the Star Citizen Installation (e.g. C:\Games\StarCitizen)

O | |
Advanced Options ...

] use Gamepad Use CSV Listing
] switch XML/Mapping tab automatically List Modifiers

Profile Language: Show Tree tips D S

Mote: Accepting changes will clear the action tree to apply the new settings;
Cancel now if you want to save your waork first.

There are a number of settings you may need to do for efficient work-

ing..

Ignore Buttons

- [] spaceship_power

lgnore Actionmaps - check the ones to hide

[[] spaceship_general ~
[] spaceship_view

[[] spaceship_movement

[[] spaceship_docking

[] spaceship_targeting

[] spaceship_target_hailing
[] spaceship_scanning

[] spaceship_ping

[] spaceship_mining

[[] spaceship_turret

[] spaceship_weapons

[[] spaceship_missiles

[] spaceship_defensive

[] spaceship_auto_weapons

[] spaceship_radar

[[] spaceship_hud

[] lights_controller

[] player

[[] prone

[[] zero_gravity_eva

[] vehicle_general ")

Settings Dialog..

Js Reassign Dialog... .

Some devices have buttons pressed to switch modes. | may be needed to ‘ignore’ them to get

proper readouts for mapping.

Enter the numbers with a space between - like in the example below

Joystick 2 [] Hide

Tab color New 2.38
Click the color square and set the preferred color

Hiding Tabs New 2.38
Check ‘Hide’ to not show a tab

Ignore Action maps

You may not want to deal with all the maps provided by
the game - check the ones you want to ignore those maps
are hidden from you and will not be processed once ig-
nored.
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Ignore Actionmaps - check the ones to hide

[] multiplayer |
O sngleplayer
invite

[] player

flycam

[] vehicle_general
[] wehicle_driver
[] wehicle_gunner




Settings (2)
|:1>v StaCitzen A Name

Providing a path to the game v || RSILauncher RSI Launcher
In general the program finds the path to the game on its own, locales StarCitizen
however if not, you may direct it to use a given path » || resources
v StarCitizen
v LIVE
Path to the Star Citizen Installation (e.g. C\Games\StarCitizen) X
EA\G\StarCitizen E ‘ Bint
data
a logbackups
screenshots
The path should be the top folder of the SC installation s Tools
v USER
Make sure to check the left box to use the path v | | Controls
Mappings

Use Gamepad
The gamepad needs special treatment - if you want to use a gamepad you
have to check the box.

Advanced Options ...
Use Gamepad

Listing Actiontrees as CSV list
The actiontree can be listed in CSV format and with copy/paste or Save then used in a spread-

sheet or database program. Optional the modifiers are listed. The list is created with “Dump List
Note: use the various options to e.g. create a list from the default profile or your map with or without the CIG stand-
ard layout. See also Hints on page 24 !!

[C] use csv Listing | W show... - '
[ vList Modifiers : A

Dump Mapping List € J

Dump Logfile {

Dump DefaultProfile
Dump Actiontree as XML

n manaral

Update for V 2.35 Profile Language

CIG provides assets to have the actions translated which are collected and can be shown instead
of the defaultProfile notation. Choose from the available languages here.

‘profile’ means to use the standard defaultProfile texts and no translation at all.

Tree tips will show the defaultProfile action names when hovering over an action in the tree.

Profile Language:

Note: so far only English is mostly supported, others are just empty or only partially available.
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Joystick Assignment

Reassign Joystick Numbers GG, =~ @

jsM - Assginment
Joystick 1 vioy Device n.a. -
Joystick 2 Saitek Pro Flight X-55 Rhino Stick js2 -
Joystick 3 Arduino Micro B3 -
Joystick 4 -
Joystick 5 -
Joystick 6 -
Joystick 7 -
Joystick 8 -
Accept Cancel
. |
(re) assign the joystick devices to the wanted js - number
Seftings Dialog...
Js Reassign Dialog... L.

Go here if you wish to assign a device to a particular js — number or to

re-assign the devices to other numbers.

Per default the devices found are assigned along the sequence 1..8 but SC may remap them so
here is the place to fix this without having to go through all commands and reassign them.

Notes: The color of the assigned items will not change as it is still the same device but js1 will be-
come js2 for example.

You can leave this dialog with “Accept” only if each device is either assigned to a unique number
or to n.a. (not assigned) otherwise an error pops to ask you to fix it or Cancel.

Related SC console commands are:
i_DumpbDeviceInformation
pp_ResortDevices joystick 1 2

pp_rebindkeys export joystick
pp_rebindkeys export xboxpad
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Device Tuning 1/3

There are options provided to tune the reaction of a game device

Use ‘Device Tuning’ to optimize it, it supports: ; e e e g
R Deadzone = i ipacesh;pgmmrement
N S v_pitch_up
. Sensitivity i & v_pitch_down
. Invert e E& v_pitch - js2_y
. either Exponent or NonLinearCurve :g :j :K—':;t
independently for the Yaw-, Pitch-, and Roll-axes | L. & ¥ YW - 52X
U
or the Strafeaxes & v_rollleft
----- &. v_roll_right
----- % v_roll - js2_rotz
i . . "

Note: Tuning will only recognize mapped controls

Hit the 'Device Tuning’ button to open the tuning window

[ Device Tuning

| Joystick Tuning

Yaw s3x
| Invert
/| Deadzone  0.030
| Saturation 1.000
Exponent 1.000
v| Pt1 0182 0.028

Actual mapping for the
axis Live View of the
joystick movement
Pt2 0629 0.235
P13 0895 0629 i
Tuning parameters of

RISy the axis
|| Invert

|/ Deadzone  0.030
| | Saturation  1.000
| | Exponent  1.000
v Pt 0182 0028
Pt2 0629 0.235
P13 0895 0.629

Roll 3 oz
| Invert

7| Deadzone  0.030
| saturation  1.000 . Tuning parameters of
JExponent;iRe 000 the active axis : ;
@ Giomn o Damping - how fast will a

Pt2 0629 0.235 movement stop (1=fast)
FE08R062 Joystick IN-> OUT map

[seconds per full turn]

Activate an axis

v_yaw - js3_x

[ sec per 360° turn
L 2

O Yaw -->

Pitch --> Deadzone Saty/ration [*J damping

Roll --> Exponent: 1.000

6
ING)  OUT(y) ‘&g) oF
3 Point1: 0182 0028 A V3
Switch group

Point2: 0.629 0.235 Copy to

all axis
o Tune YPR Point3: 0895 0629 Changing Skies
L Yaw 003 000 @ Outtherel Canyon Highway
Tune Strafe i Pitch 002 0.00 9 ?ku( (he;e 3 Shl:dlome :ug Sight Done
v N ybox.dds LA Helipad unset
e Roll 005 000 Live IN — OUT values scaled 0 .. 1
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Device Tuning 2/3

How to... Ak
There is one active axis — the color frame of the chart indicates the active one (here
blue = Yaw)

Parameters can be manipulated for the active axis only.

Switch the active one by clicking the Yaw, Pitch, Roll Option (bottom, left) h

Yaw i
3 iin'*:z oo Or change the group to and from Strafe to YPR
(| saturation  1.000 Activating a tuning parameter will activate too
3 ﬂmmoisz o Parameters must be ‘checked’ to be used
o oo oo e.g. Deadzone and NonLinearCurve (Ptl..3) are checked for Yaw
Each axis has it’s own set of parameters
Pitch i3y
[ | Inveri
s-....n.... m Active and Checked (Enabled) parameters can be changed.
| | Exponent  1.000 . . - . . A B
ot o1s2 oo%s Deadzone is a simple slider from 0.0 to 0.15 (try it out in the live view)
ﬁm E All other parameters are handled by first choosing it (e.g. Point 1)
Changing the value by first left click and hold into the chart area, then moving the
E'I,,.if.m mouse up-down and left-right to adjust — then release the mouse button.
[/| Deadzone  0.030
[] saturation  1.000
| Esponent 1000 Point 1 is usually the leftmost orange marker
Ptl 0.182 0.028 . . . .
P2 062 0.235 If you wish to copy the Curve Points to all other axis — click the Copy button <I|
B 08 088 Sensitivity and Exponent will only go with up-down movement of the mouse
@ Yaw --> mrn , U :c per 360° turn
U :
|I: . Pitch—> ) Deadzone © Saturation D damping

ol Exponent:  1.000

[
oo ' o SIEED o :
7 Point 1:  0.182 0.028 N ¢ et = # 3

O Point2: 062 0235 | Comvie
. all axis
DU AL | Point3: 0895 062
2a Ve 003 om0 [ @ Outthere1 ©) Canyon (&) Highway
b Outthere3 () Shiodome () Big Sight
002 000 -7 - - - Done
i ol _) Skybox.dds () LA Helipad () Sunset
Roll ]} 0,030 Select an omiN nd drag J

005 0.00
eyt I .o

Here Roll (Green) is active and Exponent is chosen to be changed. §I|
By click, hold and moving down — the exponent was changed from 1.47 to 2.83

The curve represents IN vs OUT of the joystick

nmo

Yaw 3
[] invert
[¥] Deadzone  0.030
[] saturation  1.000
[] Exponent 1000
V| P02 002

0

100
@ Bxponent: 28

IN(Gx)  OUT(y)
Pt2 0629 0.235
0250 0230 -
P13 0895 0629 il P
Pitch js3.y 0750 0750
[ Invert L Ve 000 000 ®
Deadzone  0.030 , B 00 om0 F
| Saturation 1000 e Reods: 000 000 v Seect an aption than dick and diag
| | Exponent  1.000 . . . . . .
e If you move the joystick the ‘Live’ fields will report what’s going on:
Pt2 0629 0235 o
P13 0895 0629 Pomt2 0500 0500 | Comnte
! 075 0730 -
Roll  js3_rom L .
[7] mvert : Y-Adss 100 093 [ g
|| Deadzone 0,030 , PR 020 002 [F
o Rebxis: 021 002 ] F

["] saturation  1.000
|| Exponent 1,000

Ptl 0182 0028
P2 062 0235 Sometimes it is helpful to just disable one direction of the movement <:Z|
Pt3 08395 0629
Check OFF for any axis (it just disables it for the Live View)

v_roll - js3_rotz U sec per 360° turn

Yaw --> 6

. Pitch > ) Deadzone (© Saturatjjn - D damping

6
NGO OUTIy) ‘ .
© Point1: 0182 0028 4‘=] g e 3

O Point®: 0629 0235 | SoPvie
all axis

J @ Outtherel () Canyon @ Highway
— Outthere3 () Shiodome () Big Sight —
3 O) Skybox.dds () LA Helipad () Sunset
Select an option then click and drag J
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) h

- | MRl 002 000
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Device Tuning 3/3

Update for V 2.35

Level View -

In order to level the view back to zero for all direc-
tions use the marked button.
Especially useful when switching some axes off.

Yaw

0.0
-0.04
0.03

Once back from Tuning...

With “Dump” or “Dump and Save” you will get the new Tuning values
into the XML area — if you don’t want to apply the new settings, just
hit “Grab” to restart with the settings from the XML area.

With “Dump” the prog will maintain the parameters using the
following 2 XML tags

* <options ..>

» <deviceoptions ...> (Deadzone only)

One set for each axis

Note: the program will automatically apply Exponent="1" if the
Exponent is not used — if not set to 1 the game will use something like
2.3 and reshape any setting to an unexpected outcome...

If you have a 2 monitor setup — you may want to try to have the tuning
window open while running AC — the joystick input is then applied to
both applications — getting into the console will let you the mouse to
interact with the tuning window, create a new tuned map and you
may apply it immediately via console rebind to try it out

(You may need a fast computer — but then AC needs this anyhow...)

| T L U

D woaim vaw laft e hatl lafe

= ‘ vevice luning

E Joystick ZI Gamepad Keyboard Z Mapped only

Action Filter:

eys layout_my_x55_65test

Eor information and updates visit us @ Github ...

<l== 22.12.2014 17:59:09 - SC Joystick Mapping --> .
actiomans 1anoreversion- 1"

P W R PR Ty |

J53="541Tek Fro FI1gnt X-55 RNTN0 STICKT ]53G6= 6l
b

<CustomisationUIHeader device="joystick" label="M=
<options type="joystick” instance="3">
<flight_move_pitch exponent="1.00" >
<nanlinearity_curves
<point in="0.182" out="0.028"/>
<point in="0.629" out="0,235"/>
<point in="0.895" out="0.629"/>
</nonlinearity_curves
</flight_move_pitch>
</options>

<options type="joystick" instance="3"»
<flight_move_yaw exponent="1.00" >
<nonlinearity_curves
<point in="0.182"
<point in="0.629" out="0,235"/>
<point in="0.895" out="0.629"/>
</nonlinearity_curves
«</f1ight_move_yaw>
</options>

out="0.028"/>

<options type="joystick" 1nsun:e- "3
<f1ight_move_roll exponent="1.00" >

<nanlinearity_curves
<point in="0.182"
<point in="0.629"

out="0,028"/>
out="0,235" />
<point in="0.895" out="0,629"/>
</nonlinearity_curve>
</f1ight_move_roll>
</options>

<options type="joystick" instance="2"»
<flight_throttle invert="1" />
=</options>

¢UQV\CQOD! ions HBMQ' "saitek Pro F1i qht X-55 Rhinc
<pption input="x" deadzone="0.025"
</deviceoptions>

[ settings.. | ( Exit

[] Inv. Flight Pitch [] Inv. Flight Roll

| Inv. Aim Pitch [¥] Inv, Throttle

[] Inv. Strafe vertical

[] Inv. View Pitch

[] Inv. Flight Yaw Inv. Strafe lateral

[] Inv. Aim Yaw [ Inv. Strafe longitudinal
[T Inv. View Yaw

Mapping name: layout_my_x55_65test

|| Dump and Save my Mapping
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Device & Action Options 1/2

| J -
2 |i Show... ~ ’-- Config... =

Open the Options ... window to access this feature L

Show Options Dialog..
Device Options are the ones tied to a certain device e.g. a joystick show Device Tuning Dialeg..

axis.

Action Options are grouped into different kind of actions e.g. flight_move group similar to the ac-
tionmap grouping (but not exactly the same..) AND they are tied to a device
and “instance” i.e. the jsN number for joysticks. (The X65F is js2 in this ex-
ample).

Sattek XB5F Flight Controller @

Cption - instance=2

Nevire Ointinn=

‘ The dialog will also track which control is assigned to which action and show it in the rows ac-
cordingly

. There is one tab for each device that is used - here we have the two joysticks.
. You click into a row to edit the settings.

There are only Saturation and Deadzone available for Device Options.

For Action Options there are tuning parameters available and if an action is mapped both kind of
edits are made available for convenience.

Note: Editing is the same as described in the previous chapter for Device Tuning.

JMapper - Optio
Saitek X65F Fight Cortroller | Satek Pro Flight X-55 Rhino Stick |
Option - instance Dev Control Saturation Deadzone Invert Expo. Curve P1 Cu
Device Optio !
rotz v_roll - 0.030 /
x V_yaw - 0.028 i
¥ v_pitch - 0.028 /
flight_move ]
flight_mave_pitch By no — 0.182 / 0.028 0624 __f"
fight_move Jaw —  0182/0008 ! /
flight_move_rall js3_rotz no - 0.182 /0.028 062
flight_move_strafe_vertical no — —f— - y
flight_move_strafe_lateral no - —f— - Vs
flight_mave_strafe_longitudinal no - —f— | g
flight_throttle /’
flight _throttle_abs no - —f = | ,_.----"'/'
flight_throttle_rel no - —f— - "
flight_aim 0028 __Select an option then click and drag
flight_aim_pitch no - —f = | v_yaw - js3 x
fght_amyaw e - —/= | @ Exwmonent Exponent:  0.000
flight_view ING)  OUT(y)
flight_view_pitch no - - - - ® G © Point1: 0182 0.028
Flight _view_yaw no - -/ = - - .
() Point2: 0629 0.235
Turret_aim _
o () Point 3: 0.895 0629
turet_aim_pitch no — —/— |
tumet_aim_yaw no - —f— | ] nvert
) None
Dead: —{ 0028
[[] Saturati | 1.000
< [l r

28



Device & Action Options 2/2

'SCIMapper - Optior

‘Saitek X65F Fight Controller | Satek Pro Fight %55 Rhino Stick |
O;:r‘\(—::;::z Dev Control Saturation Deadzone Invet Ewo. Curve P1 Cu Dev'ce 0ptlons
2 . Enable /Disable Deadzone and Satura-
d o~ - tion with the checkboxes, use the slider
- S to control the value of an enabled item.
gty oo o -
"] Saturation S Lo

SMapper - Option: . =] H H
Action Options
Saitek X65F Fight Contraller | Saitck Pro Fight X55 Rhino Stick |

Dot bt Db et e e Pl -1 | Use the radio buttons to select one of the

_view_yaw

e y tuning kinds (Exponent, Curve or None)

% Click and drag the curve or points in the
/ grid.

no
s2_roty ne —r—

flight_throttle

Select an option then dlick and drag
Fight_throttle_abs 2_throttlez no — — =
Fight_throttie_rel no - —r= -l
flight_sim © Exponent Exponent:  0.000 C h k I rt t . rt th . t
fight_sim_sitch e - /= - ) gy ec nve O Inve IS action
Fight_aim_yaw no — —r— _|| O Curve Point1:  0.25 0.25
Tlight_view Point2: 05 05
Fiight_view_pitch no - —/—= ~| Point3: 075 075
Fight_view_yaw 82_rotx. no - —f— | [ Invest . . .
o tene None will disable the tuning but not Invert
turet_sim_pitch no - - |
turret_aim_yaw no - —/—= ~|

i, 3

Here is a mapped action selected.
“scmasper - options I T
Saitek XB5F Flight Controller SanekPthngriﬁﬂhmnSudc‘ ) ' .
T S e b fm Geel O 1| This enables the tuning items but also

, N 7 | the related device options of the mapped

control

T o P Note: tuning of unmapped items will not
g KW make a lot of sense but you may later assign
o MRS Lol © a control to the action and then the tuning

vorson oo e o o becomes active in the mapping.

) Point3: 0895 0629

el sim _pitch oo - - p
tumet_aim_yaw o - —r— B [] invert

Also note that this is how CIG treats the Op-
tions - the program is just following the rules..

[T Saturation Lo

nr »
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How to get a list of all game commands when using a map file?

o Load a map using ‘Defaults’

o Hit ‘Dump Mapping List’

... Gets you the complete list of commands in use
if you load that map in game

§
o Right click in the listing to get a context menu to Copy / Paste or Save -

As..

=

Dump Mapping List
Dump Logfile

Dump DefaultProfile
Dump Actiontree as XML

Dump... ~ |i Show... = "

.

o The mapping filter checkboxes can be used Joystick [V] Gamepad Keyb.

=zx gpaceship_auto_weapons

v_weapon_toggle_ai . kb1 _ slash
==x gpaceship_power

v_power_Tocus_group_1 + js3 buttons
v_power_Tocus_group_1 . kb1 1
v_power_Tocus_group_2 + js3 button3
v_power_Tocus_group_2 . kb1 2
v_power_Tocus_group_3 + js3 buttonz
v_power_Tocus_group_3 . kb1 3
v_power_reset_focus + js3 buttonl
v_power_reset_focus . kb1 0
v_power_throttle_up + js3 buttone
v_power_throttle_up . kb1l np_add
v_power_throttle_down + js3 rctri+buttonég

v_power_throttle_down . kb1l np_subtract
v_power_throttle_max + js3 buttons
v_power_throttle_max . kb1l np_add
v_power_throttle_min + js3 retrl+buttons
v_power_throttle_min . kb1l np_subtract
v_power_toggle_group_1 + js3 rctrl+buttongd
v_power_toggle_group_1 . kb1l 4
v_power_toggle_group_2 + j=3 rctrl+button3
v_power_toggle_group_2 . kb1l g
v_power_toggle_group_3 + js3 rctrl+buttongd
v_power_toggle_group_3 . kb1l &

==zx gpaceship_radar

v_radar_toggle_onoff + js3 _ buttonie
v_radar_toggle_active_or_passive + js53 _ button3?
v_radar_toggle_active_or_passive . kbl _ period
v_radar_cycle_mode_fwd + js3 _ buttonis
v_radar_cycle_zoom_fwd + js53 _ buttonis4
v_radar_cycle_zoom_fwd . kbl _ comma
v_radar_cycle_focus_fwd + js53 _ buttoni3
v_radar_toggle_view_fTocus + js3 _ rctri+buttoniz
=== spaceship_hud

v_hud_cycle_mode_fwd . kbl _ apostrophe
v_hud_cycle_mode_back . kb1 _ semicolon
v_hud_focused_cycle_mode_fwd . Xxi1 _ shoulderr
v_hud_Tocused_cycle_mode_back . Xi1 _ shoulderl
v_hud_open_tabl . kb1 _ 1

For bindings and activation:
indicates a profile entry i.e. a default setting
+ indicates a user mapping
# indicates a user ActivationMode setting
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Mause Mapped

[1] use ProfTile

PP E P P I P P8 S 8

e A a at

et

Use Profile
Use Profile
Use Profile
Use Profile
Use Profile
Use Profile
Use Profile
Use Profile
double_tap
Use Profile
Use Profile
Use Profile
press
double_tap
tap
double_tap
smart_toggle
smart_toggle
smart_toggle
smart_toggle
smart_toggle
smart_toggle

Use Profile
Use Profile
Use Profile
Use pProfile
Use Profile
Use Profile
Use Profile
Use Profile

Use Profile
Use Profile
Use Profile
Use Profile
Use Profile

to



How to use pp_rebindkeys easy in the game ?

For information and updates visit us @ Github .., E |

pp_rebindkeys layout_my_x55_abox_a3

|—— 27.12.2015 21:34:12 - 5C Joystick Mapping -—-

o Clicking the Notepad icon top right copies the pp_rebindkeys command into the Clipboard —

from there just Ctrl-V it into the SC console..

Note: if you want to be sure to apply only your new map first type pp_rebindkeys without a file
and then Enter - the response of the game should be - loaded factory defaults ...
Then use the command with your mapname (without the .xml extension)

How to apply keyboard commands and modifiers ?

Sometimes your command is not recognized with the first try

Check the Ctrl field each time and if it does not yet capture what you want — try once more.
Also releasing all controls currently pressed together helps to get successful Ctrl. Entries.

What about commands you really don’t want to be mapped in game ?

Sometimes default commands from CIG annoyingly interfere with your game style

o Load a Profile with defaults and filter if needed
to find the problematic action

. If you find that this single kbd 1eftalt com-
mand is disturbing your use of the left alt modi-

fier

. Reload your own map and ‘Disable’ that action
for the keyboard to ignore it in the game
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§ bt skyline_toggle - kbl_m
EI ﬁ spaceship_view

e * v_view_toggle_headlook_mode - kbl _lalt
EI ﬁ spaceship_movement
: © w_toggle_relative_mouse_mode - kbl _lctrl=c
oL w_toggle_yaw_roll_swap - kbl_~
----- L* w_throttle_toggle_minmax - kbl_backspace

- L* skyline_toggle

EI ﬁ spaceship_view

R * v_view_toggle_headlook_mode - kbl_~
El ﬁ spaceship_movement

i bl w_togagle_ relatnre mouse_made

B . —————



How to Calibrate a gamepad?

Sometimes the gamepad axes are rather off and will overwrite commands.
E.g. there is always xi thumbly shown and one cannot get any other ctrl. mapped and the

readout is high.

GamePad State
DPad:

TStick Left: 192 3072
TStick Right: 0 0

To calibrate the gamepad press all 4 ABXY buttons together and wait about 2 sec. then the read-
ing should be 0 or close to 0 for all axes (the detection limit is about 500).

GamePad State
DPad:

Tstick Left: O 52 _
TStick Right: 0 0 _

How to find out which controllers (Joysticks) are available in game ?

o Run the game and then go back to SCJMapper

. Use ‘Dump Lodfile’ to read parts of the CIG gamelog.

Dump Mapping List
Dump Logfile

Dump DefaultProfile
Dump Actiontree as XML

-- 06.05.2017 02:42:01 - SC Jowystick AC Log Controller Dete

Log started on 05/06/17 00:13:20
Running &4 bit version
Executable: E:\G\Starcitizen\StarCitizen\Public\Bine4' StarCitizen.exe
Productversion: 2.6.7.65236
windows 7 &4 bit 5P 1 (build &6.1.7601)
32717ME physical memory installed, 24698ME available, 8388&607ME wirtual memory ine
Ccurrent display mode is 2560X1600X32
IEM enhanced ({101/102-key) keyboard and 16+ button mouse installed
- Connected joystickO: vloy Device {EBEAD1234-0000-0000-0000-5045445649447
- Connected joystickl: Saitek X65F Flight Controller {0B&6ADG&A3-0000-0000-0000-504¢
- Connected joystick2: Saitek Pro Flight X-55 Rhino Stick {22150738-0000-0000-000(
- Connected xinputo

You may
see which devices are recognized by the game - joystickO must be mapped as js1 etc.
xinputO is the gamepad here (this is then xi1)
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How to get the defaultProfile.xml now that it is no longer a text file?

Use ‘Dump DefaultProfile’

Dump Mapping List
Dump Logfile i
Dump DefaultProfile

Dump Actiontree as XML

... Gets you the complete used defaultProfile in the right window

Profile: GamePack defaultProfile

The in-game asset is used if GamePack defaultProfile is shown

Right click in the listing to get a context menu to Copy / Paste or Save As..

<profile wersion="1" optionsversion="2" rebindversion="2" = -
<platforms >
<PC  keyboard="1" mouse="1" xboxpad="1" ps3pad="0" Jjoystick="1" /> E

<¥box keyboard=
<P53 keyboard="1" xboxpad="0" ps3pad="1
</platforms=

1"  xboxpad="1" ps3pad="0" />
T4

<dactiongroup action="v_attacki"™ =
<daction name="v_attackl groupl” /=
<dction name="v_attackl group2" />
<action name="v_attackl_group3™ />
</actiongroup>

<ActivationModes =
<Activationmode name="tap” onPress="0" onHold="0" onRelease="1" multiTap="1" multiTapelock="1" pressTl

<Activationmode name="double_tap"” onPress="1" onHold onRelease="0" multiTap="2" multiTapelock="1"

<ActivationMode name="double_tap_nonblocking™ onPress="1" onHold="0" onRelease="0" multiTap="2" multiT
<ActivationMode name="press”™ onPress="1" onHold="0" onRelease="0" multiTap="1" multiTapElock="1" pres:
<ActivationMode name="delayed_press" onPress="1" onHold="0" onRelease="0" multiTap="1" multiTapBlock=":
<ActivationMode name="hold" onPress="1" onHold="0" onRelease="1" multiTap="1" multiTapBlock="1" retri
<Activationmode name="delayed_hold"™ onPress="1" onHold="0" onRelease="1" multiTap="1" multiTapelock="1
<Activationmode name="smart_toggle”™ onPress="1" onHold="0" onRelease="1" multiTap="1" multiTapelock="1

</ActivationModess

<CustomisationUIHeader =
<keyboard Tlabel="@ui_ResetToDefaults" description="@ui_KeyboardDefaultDesc" image="KeyboardDefault"” />
<xboxpad Tabel="2ui_ResetToDefaults" description="@ui_GamepadhefaultDesc"” image="GameFadDefault" /=
<joystick Tlabel="fui_ResetToDefaults™ description="@ui_loystickDefaultbDesc" image="loystickDefault” /=

</CustomisationUIHeader:>

<optiontree type="keyboard"” name="root" UIShowInvert="-1" UIShowSensitivity="-1" UISensitivityMin="0.01"
<optiongroup name="master™ UILabel="@ui_COMasterSensitivity"” UIShowSensitivity="1" UIShowInvert="0" >
<gptiongroup name="inversion" UILabel="@COMasterSensitivityCurvesMouse” UIShowCurve="-1" UIShowSensitiv
<optiongroup name="inversion" UILabel="@ui_COInversionsettings™ UIshowsensitivity="0" UIShowInvert="-:
<gptiongroup name="Tps" UILabel="@ui_COFPS" UIShowSensitivity="1" UIShowInvert="0" =
<optiongroup name="fps_wview" >
<optiongroup name="fps_wview_pitch" UILabel="@ui_COFPSViewPitch"” invert_cvar="cl_invertMouse" |
<optiongroup name="fps_view_yaw"” UILabel="@ui_COFPSviewvyaw"” UIShowSensitivity="1" UIShowInveri
</optiongroup>

</optiongroup:>

<gptiongroup name="Tlight” UILabel="@ui_COFlight” UIShowSensitivity="0" UIShowInvert="0" =
<gptiongroup name="flight_move" UILabel="@ui_COFlightMove” UIShowSensitivity="1" =
<gptiongroup name="flight_move_pitch"” UILabel="@ui_COFlightPitch™ UIShowSensitivity="1" UISho
<gpticngroup name="flight_move_yaw"” UILabel="@ui_cCoFlightyaw™ uUIshowsensitivity="1" UIShowInwi
</optiongroup:>

<gptiongroup name="Tlight_view" UILabel="@ui_COFreeLook”™ UIShowSensitivity="1" =
] ] | 3
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Intentionally left blank for future hints -
OR vyour hint if you send it to me ...
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How to start with a mapping ?

1 Check all device types to be assigned (here only Joystick)
2 Use “Reset” — “Reset empty” - should look like below
3 “‘Dump XML ->” — just to see what this looks like — pretty empty...

-

5C Joystick Mapper - V 2.46.0.81 beta For information and updates visit us @ Github ...

by Cassini |pp_rebindke'ys layout_my_x55_65u |
i@ Flight - Cockpit ~ | levss oysiac2 | Joysti 3| Dumps (XML, Logs etc)  All Mappings
4 ) oystick ystick
Eject = -
" _ _ " <!=-- 3/30/2020 10:10:19 PM - SC Joystick Mappim
Ejed Saitek Pro Flight X-55 Rhino Stick <ActionMaps version="1" optionsversion="2" rebit
v eject cinematic _ js1="vloy Device" jslG="47e6ef70-02d4-11e3-800
. - - # Axis: 3 # POV: 1 js2="saitek Pro Flight X-55 Rhino Stick" js2G=
v eject cinematic #Buttons: 17 js3="x6sF Flight Controller" js3G6="a7663300-5d
Exit seat ke
- " <CustomisationUIHeader 1abel="my_x55_&5u" desc
Exit seat Joystick State cdevicess
Self Destruct <keyboard instance="1"/>
Self Destruct X-Achse: -4 Slider 1: 0 <mouse instance="1"/>
—_—— ¥-Achse: 50 Slider 2: 0 <joystick instance="1"/>
Emergency Exit Seat 7 Asxi 0 <joystick instance="2"/>
: Axis: i <joystick instance="3"/>
Emergency Exit >eat 5
Emergency Exit Seat i Mehrwegescha 1 </devicess
Increase Cooler Rate X Rotation: 0 POV 2: = <categories> . .
Increase Cooler Rate ¥ Rotation: 0 POV 3: -1 <category label='@ui_cCSpaceFlight”/>
~ <category @uUi_CCFPS" />
Decrease Cooler Rate Z-Rotation: 0 POV 4: -1 <category @uUi_CCEVA" />
o] Coaoler Rat <category @ui_cCvehicle” />
ecrease Looler Rate Buttons: <category @ui_CGEASpectator” />
Flight / Systems Read ~ ~ <category @ui_CGUIGeneral™ /=
Flight / Systems Read jsN - Assignment <category @ui_cGInteraction”/»
Open/Close Doaors Togalel - B - <category label="@ui_cCCCamera”/>
This device is listed as: js2 </categoriess
Open/Close Doors [Toggle] </CustomisationUIHeader:>
‘& Open All Doors
Open All Doors
Close All Doors
Close All Doors
Lock/Unlock Doors (Togalel
Lock/Unlock Doors (Togalel
Lock All Doors SRR |
Lock All Doors Mapping |
Unlock All Doars
| Unlack All Daars Dev Ctrl [is2_tatt=y
Flight - View
-
& Lookleft Assign Throttle Find 1st.
Look left
Look right Disable ‘& 15/ Kbd Clear
Look right </ActionMaps>
Look left / right
v_view_yaw_absolute
Look u
P e Grab XML
“kup
o own
< 1 ) < >

Joystick  [] Gamep Keyb. [ Mouse [] Mapped Mapping name: |layout_my._x55_65u 4

Action Filter: I:I Clear Filter Exit |(=\] Dump and Save my Mapping

Profile: GamePack defaultProfile Support:  profile version = "1" eptionsVersion = "2" rebindVersion = "2" .:

4 Now it would be a good idea to Dump and Save the empty map with a name not yet used

Mapping name: layout_my_new_mapping

4
\J[ | Dump and 5ave my Mapping ]

Now you are ready to map ...
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How to start with a complete disabled map ? 1/2

Start with an empty map as shown in the previous page ' Config.. -

Show Toggle Table..,

Use Toggle Table.. — this is the Fast Disable trick Show Options Dislog..

Show Device Tuning Dialog...

1 Check e.g. Mouse, Joystick and Gamepad — to edit and disable only those
2 Check “Edit Disable” — we want to edit the Disabled fields
3 Click “Disable all Unmapped”

Actiontree as Table

Filters Actionmap Action Device Def.Binding ~ Def.Modifier Addbind Usr.Binding Usr.Modifier Disabled [l
Adtion Filter: 02-spaceship_vi.. |v_view_pitch xboxpad ®il_thumbry Use Profile O Hil_~ Use Profile
05-spaceship_ta... v_aim_pitch xboxpad xi1_thumbry Use Profile D Xil_~ Use Profile
(D ARG (L l:l 06-spaceship_tu... |v_aim_pitch xboxpad xi1_thumbry Use Profile O ¥il_~ Use Prafile
Usr Bind Filter LCM 18-zero_gravity_... | eva_view_pitch xboxpad ¥i1_thumbry Use Profile D Hil_~ Use Profile
Joystick camep 19-vehicle_gene... |v_view_pitch xboxpad ®il_thumbry Use Profile I:‘ Xil_~ Use Profile
1 23-spectator spectate_rotate... |xboxpad xil_thumbry Use Profile D ®il_~ Use Profile
Cere [ Keyb. [ 03-spaceship_m... |v_pitch xboxpad ¥i1_thumbly Use Profile ] Use Profile
Edit 03-spaceship_m... | v_decoupled_pi... |xboxpad ¥i1_thumbly Use Profile O Xil_~ Use Profile
Edit "Disabled” 03-spaceship_m... |v_pitch_up ¥boxpad Hil_~ Use Profile O Hil_~ Use Profile
e 2 03-spaceship_m... |v_pitch_down xboxpad Hil_~ Use Profile I:‘ Xil_~ Use Profile
Unmapped ‘Accept Edits 03-spaceship_m... |v_decoupled_pi... xboxpad ®il_~ Use Profile D ®il_~ Use Profile
03-spaceship_m... v_decoupled_pi... xboxpad Xil_~ Use Profile D Xil_~ Use Profile
3 05-spaceship_ta... |v_aim_pitch_up xboxpad Xil_~ Use Profile D Xil_~ Use Profile
05S-spaceship_ta... v_aim_pitch_do... xboxpad Xil_~ Use Profile D ¥il_~ Use Profile
\) 06-spaceship_tu... |v_aim_pitch_up xboxpad Xil_~ Use Profile I:‘ Hil_~ Use Profile
06-spaceship_tu... v_aim_pitch_do... xboxpad ®il_~ Use Profile D ®il_~ Use Profile
18-zero_gravity_... | eva_view_pitch_... |xboxpad Xil_~ hold D Xil_~ Use Profile
18-zero_gravity_... | eva_view_pitch_... xboxpad Xil_~ hold D Xil_~ Use Profile
18-zero_gravity_... | eva_pitch_up xboxpad ®il_~ hold D ®il_~ Use Profile
18-zero_gravity_.. | eva_pitch_down |xboxpad Hil_~ hold O Hil_~ Use Profile
18-zero_gravity_... | eva_pitch xboxpad ®il_~ Use Profile D ®il_~ Use Profile
02-spaceship_vi... |v_view_pitch_m... 'mouse mol1_maxis_y Use Profile D mal_~ Use Profile
03-spaceship_m... |v_pitch_mouse mouse mol1_maxis_y Use Profile D mol_~ Use Profile
05-spaceship_ta... v_aim_pitch_mo.. mouse mol_maxis_y Use Profile D mol_~ Use Profile
06-spaceship_tu... \v_aim_pitch_mo.. lmouse mol1_maxis_y Use Profile I:‘ mol_~ Use Profile

18-zero_gravity_... | eva_view_pitch_... |/ mouse mo1_maxis_y Use Profile D mol_~ Use Profile ™

Now you see all entries of Mouse, Joystick and Gamepad it
have been disabled Edit "Disabled Ta—

Dizable all
4 “Accept Edits” — the main window of SCJmapper is updated Hnmapped [ accept s

now U

5 Close this window

Back in the Main Window — “Dump XML” is now red — Click it

to see the XML Disabled ~
[
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How to start with a complete disabled map ? 2/2

SC JoyStiCk Mapper -V 235.0.70 be'ta For information and updates visit us @ Github ...

by Cassini |pp_rebindkeys layout_my_new_mapping |

paceship_general ~ | Joystick 1 | Joystick 2 | Dumps (XML, Logs etc.) Al Mappings
& v gject

“ v eject Saitek Pro Flight X-55 Rhino Stick
v_gject_cinematic

<!-- 1/5/2018 8:36:12 PM - SC Joystick Mappin a
<ActionMaps version="1" optionsversion="2" re
jsi="Saitek Pro Flight X-55 Rhino Stick™ jsi

v_sject_cinematic # Axis: 3 #POV: 1 js2="x65F Flight Controller” js2G="ar&63300-
- - # Buttons: 17 i
v_exit -r.Eudstu_m'i sationUIHeader Tabel="my_new_mappinc
] _ <devices>
v exit Joystick State <keyboard instance="1"/>
v self destruct <mouse instance="1"/>
v self destruct X-Achse: 5 Slider 1: o <joystick instance="1"/=
EE——— ¥-Achse: -35 Slider 2: o <joystick instance="2"/»
v_cooler_throttle_up 7 Axi o </devices>
Axis: ehrwegesc o <categories>
v_cooler_throttle_up ~ L i i <category label="@ui_CCSpaceFlight"/>
v_cooler_throttle_down X Rotation: 0 POV 2: -1 </categories:>
v_cooler_throttle_down Y Rotation: 0 POV 3: -1 </CustomisationUIHeader>
spectate enterpuremode Z-Rotation: 32 POV 4: &l
v flightready - . -
. - Buttons: <actionmap name="spaceship_view">
""" 1* v flightread ~ ~ <action name="v_view_pitch_down">
..... ‘& v doors open all JjsN - Assignment <rebind input="jsi_ " multiTap="1" />
m . . . </action>
""" ‘l v doors open all This device is listed as: js1 <action name="v_view_pitch">
----- & v doaors close all ;r‘eb_'i nd input="js1_ " multiTap="1" /=
© </action=
""" ‘l ¥ doors close all <action name="v_wview_pitch">
----- & v doors lock all <rebind input="xi1_ " multiTap="1" />
----- |* v doors lock all </action=

<action name="v_view_pitch_mouse">

v _doors unlock all <rebind input="mol_ " multiTap="1" />

v doors unlock all </action=
. </actionmap>
=] paceship_view Selected <actionmap name="spaceship_movement”>
‘& v_view_yaw_left EECE | <action name="v_pitch_up">
. - . <rebind input="jsi_ " multiTap="1" />
5 w_view_yaw_left Mapping | </action>
v_view_yaw_right <action name=" itch_up">
. T - <rebind input="%x11_ " multiTap="1" />
v_view_yaw_right Dev Ctrl |Js1_|alt+ </action>
v_view_yaw <action name="v_pitch_down">
v_view_yaw_absolute Assign Throttle Find 1st. (;;cetqi1c:]r?> InpUE=Tisi_ T muTEiTap="1 >
v_view_pitch_up <action name="v_pitch_down">
: P . p <rebind input="xil_ " multiTap="1" />
\r_\r? ew_p?tch_up ) Disable Clear </actions
v_view_pitch_down - js1_~ <action name="v_pitch"»
v_view_pitch_down <rebind input="jsi1_ " multiTap="1" />
ST T </action>
v_view_pitch - js1_~ <action name="v_pitch_mouse”>
v view pitch absolute <rebind input="mol_ " multiTap="1" />
- -P N Dump XML Grab XML </action>
""" ‘l v_view_roll_absolute <action name="v_decoupled_pitch"> W
----- & v view oycle fwd < : - T B >
----- 1 v view evele fwd v
Joystick |:| Gamep Keyb. |:| Mouse |:| Mapped Mapping name: |la]ru|.rl_rmr_new_mapping
Action Filter: l:l Clear Filter Exit |-~ Dump and Save my Mapping
Profile: GamePack defaultProfile Support:  profile version = "1" optionsVersion = "2" rebindVersion = "2" .:

Dump and Save to have a baseline.

In case you do have devices not to be used (like in the example my Joystick 1 - vJoy device)
you would now first use Js Reassign and map the ones used and n.a. the ones not used.

jsN - Assginment

Joystick1l  vloy Device n.a. -
Joystick 2 Saitek X65F Flight Controller js2 -
Joystick 3 Saitek Pro Flight X-55 Rhino Stick is3 -
Joystick 4 -

Now you are ready to map and what is not mapped is disabled in the game ...
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Brought to you by Cassini 2018

Data and RSl spacecraft are derived work from the RSI homepage

Changelog:

V2.18 - update Hints - List Commands - add description for + and =, add joystick modifier timeout description, add mouse commands
V2.21 - update Mouse context menu and new screenshots where the version is shown

V2.22 - add Underlined ActivationModes, DumpProfile button and new screenshots where the version is shown

V2.23 - add Actiontree as table description and new screenshots where the version is shown

V2.25 - add CSV list option, add BlendAll to table view

V2.27 - add extended Context Menu in Mapping tree (Collapse/Expand), Rename ‘Blend’ to ‘Disable’, some editorial changes
V2.28 - add “Device & Action Options”, changed GUI elements, and Tuning for Strafe and the Hints section with “How to start...”
V2.29 - add Gamepad Calibration, changed GUI elements, some more Hints

V2.30 - add Tabbed AllMappings, Addbind Mouse to Keyboard actions, changed GUI elements

V2.34 - add changed GUI elements, CIG actionmaps

V2.35 - add changed GUI elements, CIG actionmaps, switching profile or GUI language

V2.46 - add changed GUI elements, Settings, Layouts
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